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Maeda Jun's works have changed Lives... 
But how much do you know about his? 


* 
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In this article for the C-pia! Magazine website, we look at 


almost 30 years of history. 

Diary entries, magazine interviews, radio broadcasts and more. aN ™ 
From hits such as 'CLANNAD' and ‘Angel Beats!' to even his \ 

nichest work. Visual novels, anime, manga, music, and more. ~~ _ 


All in search of the man behind the miracle. 


"For 25 years I've been chasing after Hisaya, 
unable to catch up. It's been my whole life." 


"Everything was so difficult, I often 
felt like I was going to break down." 


"If I wasn't drunk, 
I couldn't handle it." 


"Why do I live?" 


This Is Maeda Jun 


AWEB-EXCLUSIVE ARTICLE ABOUT KEY $ FAMOUS WRITER. 


OA)) Available to read for free on C-pia’s site! 
“ua, & https://c-pia. github. io/Harticle_01 
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IN THIS ISSUE... 


o Gollabs 


First, we look at the revival of 
indie studio Sakura Mint, and consider 
the difficulty of archiving old titles. 


Then Furumi returns to chat about 
Katahane! We talk about the 
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ISSUE INTRODUCTION 
WELCOME TO THIS SPECIAL ISSUE OF C-PIA! 


It's the end of the year, so for 


this final 2024 entry, we're In trod ucing 


covering old topics in new ways! 


The ial foraae i: being fhraan out for te | th @ sta ffi 


special end of year edition. More pages, 
more topics, more games! 


With it comes some quirks, however. 2 1 ant? ag 
Some of the topics in this month's C-pia! are | | Takatu rT : is 
chock full of spoilers, soa handy warning = akagam | 


willbe present on any spoiler-filled pages. § Favourite VN: Tomoyo After ~It’s a Wonderful Life~ 
Favourite character: Tomoko Fu jinami (Canvas2) 
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| you Safe from spoilers. 


This issue is brought to you by: 
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I've met lots of people who really love one of 

the random games that we happened to cover } 

in this past year, and it's nice to know that, _ , 
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LZ, Mecano Infinity! 
\ Le The first two entries are being remastered 
and released in the usual three languages 
(English, Japanese and Traditional Chinese) 
on Steam, Switch and PS4. 
The Infinity remaster is specifically based 
on the 2000 release of Never7, and the 
Ever17 remaster is based on the 2011 3D 


remake but with the Original 2D assets 
Ported over. 
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BREAKING NEWS | 


i ! 
Kanon(Switch) English & Simplified Chinese Update 


ena 


Quite fitting after we covered Parfait, another remake from Giga's ‘00s output Wi 
has been announced for a December release: Kono Aozora ni Yakusoku o. M4 t ff 
A | i LY |) 


L 


Yet another remake has been announced - NekoNeko Soft's Mizuiro! 


And if that wasn't enough, Tokimeki Memorial is getting a remaster that 
implements the name system from Tokimeki Memorial 2 and allows you to 
toggle between the old artwork and some modern looking renditions. 


The another episode collection+ has been added as free DLC for owners of 
Kimi ga Nozomu Eien. It includes 10 short stories, one based on Muv-Luv! 


} \ 


The first three Valis games, as well as a digital artbook 
and soundtrack, has popped up on Steam's store. 
Fight your way through a side-scrolling world as Yuko, 
an ordinary schoolgirl who becomes the guardian of 

) Earth, in English too! 


And from the same publisher, the Tenshi no Uta 
Collection launches on Nintendo Switch. This RPG 
series from ‘91 is famous for its day night cycle. 


For subscribers of the Nintendo Switch's online service 
in Japan, you can now play the Super Famicom 

version of Angelique. It's THE otome game in my 
opinion, so even if you're not a fan of the genre, 

give it a whirl. Rosalia's best girl. 


Tell me do you still remember when games were 
played in an arcade center? The SDF Macross shooter 
launches on Switch and PS4 this month! 
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New English Translations Galore! 


A fan-made English translation for the Tsui no Sora Remake is now available! A translation of the 
original has also been announced, so whichever your preference, Subahibi fans will be happy. 


Translator Mayday has released two translation patches, one for Atelier Marie GB and one for 
Atelier Elie GB. These Gameboy spinoffs of the first two Atelier games are great portable gems for 
fans of the franchise. So if you've just finished playing the Marie remake, you can continue the 
hunt for different endings on the go! 


It's been a long time coming, but GBC's not-most-famous monster collecting RPG Keitai Denjuu 
> Telefang has been translated into English with added technical flair. It's an impressive patch. 


Moving away from portable releases, Galzoo Island, the dungeon crawling PC RPG by Alice Soft, 
has been translated into English courtesy of maudcomm. 
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translated by Ruiko and Shru. If you're looking for a challenge, t 
For a more leisurely experience, Popolocrois Monogatari I! for the Playstation has been translated 
by Zenksren and LostOkina. Even the manual’s in English! 
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in the PSP version. 
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Reviving Dead Games 


Five Years of Silence 


ith the brief shutdown of Archive.org taking place over the break 

between C-pia! Magazine volumes, the idea of preservation no 

doubt passed through many a reader's mind. 

Archiving things is a surprisingly difficult thing to do. Primarily, 

the reason for that is, well, you have to do it preemptively. In 
most cases, preservation doesn't matter until it's no longer possible to do. 


I'm not the kind of person who usually thinks about this type of stuff. Beyond the stuff 
I've archived especially for C-pia!, I can count the things I've held onto on one hand: 


1. Some tools used for modding games built in the Reallive engine. 
2. The 0.3 update of an incomplete, obscure otome game from 2004 named SENA. 


3. A recording of Maeda Jun singing the opening song of Kanon - though I scrapped all 
his other performances. Whoops. 


Even the big-budget popular games from decades past have had elements of them lost in 
the time since, so as you can imagine, the problem is even greater for niche indie 
developers. 


Sakura Mint 


Introducing Sakura Mint, a small doujin circle that produced games of relatively limited 
distribution throughout much of the 2000s, ending with their final release, Apple Pie, at 
the tail end of 2010. 


Their final blog post, posted 2012: an apology for not being able to attend Winter Comiket. 


They had a website, which lasted until 2019, but there had been nary a word on the 
circle since. 
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I've talked about one of their games, Tsuki no Terasu, in a previous volume. 
It received a fan translation by insani, who titled it Moonshine, giving the 
game a brief moment of popularity overseas that diminished a few years 
before Katawa Shoujo brought in that big wave of English-language readers 
to the medium. 

But 'diminished' doesn't mean 'erased'; the game has remained a cult classic 
to this day, and in the space of silence that Sakura Mint entered after 2019, 
a multi-language conversation would soon begin. 


In the previous issue of C-pia! Magazine, tucked away in the News section, 


was a mention of a surprise rerelease of small doujin game named Boku no Watashi. 


This spinoff of Tsuki no Terasu went thirteen years without a new release. 
The website for it was dead, copies had long-since been out of print, and the 
development team's representative Koji had moved onto a life of professional 
industry work at WillPlus, providing scripts for brands such as Pulltop and 
Ensemble. 

And yet, now in 2024, not only is the game being distributed again, but the 
website is back too! Let's do a dive into the hows and whys. 


In February of 2023, a video was uploaded to the Youtube channel Joycestick that, 
in part, covered Moonshine. Her coverage was so positive, she ended up tracking 

down a copy of the follow-up title Tsugi no Terasu and uploaded it to the internet 
for others to read. 


Then, on the following April, a Sakura Mint fan named Bunny Maido reached out 
to Sakura Mint's Koji on Twitter to ask if it'd be okay to translate Tsugi no Terasu 
into English. 

There was no response, so Bunny Maido went ahead with the translation efforts. 
Scratch that; there was no response at first, but in January, Sakura Mint's TAKER 
as well as Koji both responded with an okay. 


With this simple act seeming to stoke the fires, May brought with it good news. 
TAKER had managed to recover the old Sakura Mint website and get it back up 
online in working fashion, with all of Sakura Mint's games getting their official 
pages restored. 

That very same month, Bunny Maido reached out privately to ask for permission 
to upload copies of two other Sakura Mint games, since they were no longer 
available to buy anywhere... but surprisingly, TAKER was considering 
redistributing them officially. 

And of course, a couple months later, Boku no Watashi was made free via the 
Sakura Mint website. 


From an old fan translation, to one English-speaking fan, and then to another, 
this series of small circumstances has, for now and in some way, led to the 
revival of a doujin circle once dead. 


Some things can't be preserved. 
Time will always pass. 

People will always move on. 
Priorities will always change. 


But just once—just this once—the world converged around a second chance. 
Thope you'll take this chance to enjoy what was saved. 


Article Writer: 
Takafumi Sakagami 


As always, our sources can be found over 
on the official C-pia! Magazine website: 


c-pia.github.io 


Just scroll down to the 'sources' section 
and click on the relevant Volume! 


(Sources) 


Volume 2 Volume 3 Volume 4 


Many thanks to @BunnyMaido on Twitter 
who was kind enough to respond to my 
unprompted DMs on this topic. 


You can check out the Tsugi no Terasu 
English translation progress over on 
Bunny Maido's blog, which also hosts 
articles on other Sakura Mint-related 
trivia and curiosities. 


bunnymaidotl.wordpress.com 


Bunny Maido 
Translations 


A website dedicated to the fan 
translation of Tsugi no Terasu. 
Discord: bunnymaido 
Twitter: @BunnyMaido 


From unboxings and packaging scans to 
tech trivia and version differences. 
Most important to me is the lyrics for 
Yanagi Nagi's iconic theme song. 


I thoroughly recommend checking it out 
if you're at all interested in niche, 
vintage Visual Novel stuff. 


THIS PAGE 


CONTAINS 


SPOILERS! 


The photo in this article of 
Katahane's first reveal in 
Tech Gian's January 2006 
issue was taken from the 

twitter account of 
Katahane's director and 
writer J-MENT. 


They often post insider 
info and trivia about their 
own games, such as 
Kotonoha Amrilato and, 
of course, Katahane. 


If you're a fan of J-MENT's 
work, I recommend giving 
them a follow. 


@jment 


Also look how cool Dua is. 


Back in volume 4 of C-pia! Magazine, writer Furumi wrote a Katahane review to take up the 
standard ’What Are You Reading?’ slot, making up for the very long Mashiroiro Symphony 
review I wrote that some readers may not care for. 

The voice actor overlap between those two games is a fun enough link, I think. 


So for this spoilery revisit, I thought it’d be fun to chat about it together. 


A Short Introduction 


Taka : It's been a looong time since | read it, so my 
memories are pretty vague. The post was a nice 
refresher. 

Furumi : | appreciate the focus given to yuri in the 
layout. | approve. 

Taka : Yeaaah, that always seemed like the selling 
point of the game, at the time. | know you said you 
preferred the, uh... 

Oh, hang on, | meant to say first... | had to take the 
screenshots for that post, so | did do a little skip 
through the game for some key moments. 

That helped to remind me of things. 

Furumi : It's rather short. 

Taka : Mhm. When you speed through it, definitely. 
God knows | wouldn't have had time if | had to 
follow a complicated walkthrough. 

Furumi : Achieving the various endings was 
comfortably doable. 


A Game With a Past 


Taka : Anyway, | remember you said in that article 
that you felt the uh... it was called the Kurohane 
chapter, right? 

Furumi : That's the historical segment. 

Taka : Right. You said it was like the rest of the 
game was made just to deliver that bit of story. 
Furumi : For better or for worse. 

The long trip of a historian and a playwrite has the 
potential to work as a fascinating lens into historical 
events, yet they never did so. 

There was a harsh seperation between the two 
chapters. 

Taka : So yeah, | remember when the game was 
coming out, there was... it was an interesting 
development, the way that game turned out. 

The modern day events that most of the game is 
built around weren't in the trial version. 

Furumi : It was a pure historical? | honestly might 
have preferred that. 

Taka : These are some old memories, so citation 
needed, but | think the Kurohane story released as a 
sort of episodic mystery as a way of advertising the 
greater game. 

Furumi : Hmm... The unravelling of the mysteries 
would suit an episodic release format, reminiscient of 
Umineko, but so much of the early portion of Kurohane 
is reliant on an understanding of Coco and Belle as 
they exist in the modern day. 

Taka : They might've rewritten bits to suit the larger 
story. I'll have to look into it. 

Furumi : The loss of the dramatic irony to it all... I'm 
uncertain how that would feel. Would the heightened 
mystery of knowing absolutely nothing make up for 
the loss? 

Taka : Fate fans have been trying to answer that for 
years now! Oh, did you know one of the Fate/Stay 
Night background artists worked on Katahane? 

The Tsukihime Remake too, you can really tell. 
Furumi : | haven't read those, | have to admit. 

Taka : What!? They're pretty chuuni, you'll like them. 


The Historian's Angle 


Taka : Oh, the old Katahane pages from the 2000s are 
still available, so | got my answers. 

Looks like they reprinted all of the chapters when the 
full game released, but it doesn't look like content was 
ever altered. 

Furumi : So for readers at the time, their first exposure 
to the story will have been the "twist", per say? 
Interesting. 
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Taka : But the game was first revealed in Tech Gian at 
the start of 2006, and that reveal focused entirely on 
the modern characters. Then when the trial came out, 
it was advertised as being the game's backstory 
chapter in the very same magazine. So people would've 
probably been aware that Kurohane was a backstory. 


aucnoces cen ii) 
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One Face, Two People 


Furumi : We began this conversation in a rather 
unique place, didn't we? 

Taka : Ahaha, it's the interesting part of the game! 
When it comes to the present, all | remember's Coco. 
Furumi : | must ask, how did you feel about Christina? 
Taka : The princess? She was kinda... sheltered. 

Well, she's a princess, so yeah... Did you like her? 
Furumi : | enjoyed the stark contrast between Anne 
and Christina. They look similar, but the differences 
between them have a resounding impact. 

Taka : Angelina is Ma, right? Ma and Fa are the names 
| remember most, other than Cero. 

Furumi : Your brain is Cocoified. 

Taka : "Cerooo!" 


Taka : But yeah, | think | get what you mean. 
Angelina's very productive. | mean, she was a butcher 
right? She doesn't have a performance to uphold, so 
she can just cut through the nonsense. 

Furumi : | suppose that's one way of framing it. 

Taka : How would you describe 'em? 

Furumi : Christina Dorn was a fragile woman with 
more power than sense. 

Taka : Harsh! Wasn't she famed for her wisdom? 
Furumi : Unwise in romance. She fails to observe or 
speak, yet clutches her selfishness until it kills her. 
Taka : She attempted giving up her love, didn't she? 
She wasn't selfish to the end... Ah, the captain lady! 
| liked her. She didn't let her princess give up. 
Furumi : Somehow, | knew you'd like Dua. 

Taka : Ahaha... she wears a suit. What can | say? 
Furumi : It's an uncomfortable scenario to read: 
Christina was an engineer known for falling in love 
with the sentient contraptions she services. She 
understands that she is manipulating the emotions 
of the Sister she falls in love with, yet she persists. 
Taka : Oh yeah! Whenever she did maintainance on 
Efa, she unintentionally influenced their emotions. 
Not exactly the makings of a healthy romance. 
Furumi : In contrast, Anne is unaware that her 
appearance is similar to Princess Christina's and 
doesn't know of any connection between Belle and 
Efa. She engages in no manipulation. 

Taka : It comes back round to dependancy, doesn't it? 
That's been fresh on the mind, with all the tsundere 
games I've been playing. Anne wants Belle to live as 
Belle, not as Anne's girlfriend. They've their own lives. 
Furumi : Precisely. Due in part to the culture of the 
orphanage she comes from, encouraging others to 
better themselves is a core part of Anne's personality. 
Alas, Christina lacks that virtue. 

Taka : And we get two very different endings for our 
one-winged Sisters. 

Furumi : Very different indeed. | may be getting ahead 
of myself, but | presume that to be the moral. 

Taka : But there was more going on, to be fair. The 
princess had an emotionally repressed guard, a broken 
robot, and Ein as her only support network. As a 
princess, she can't exactly be open with any of them. 
Meanwhile, Anne is surrounded by wingmen and wing- 
women... and I'm not talking about Belle! 

Furumi : It would be worrying if Anne were surrounded 
by Belles... 

Taka : She'd like it. Belle might have an identity crisis. 
Furumi : Cero, Wakaba and those from Angelina's past 
certainly played a part in helping Anne and Belle get 
along honestly. Regardless, there's a fundamental 
difference between the two girls. Angelina was born 
in an orphanage. Christina was born in a castle. 

One was warm, the other was cold. 

Taka : One had a murder mystery in it! 

Furumi : Gunpowder, treason and plot. 

Taka : So what's the lesson, at the end of the day? 
Furumi : lf you want a happy relationship, 
communicate and be honest. Encourage your partner 
to chase their dreams. 

Taka : And don't be born into the royal family! 

Furumi : Sage advice. 


Alright, L no Kisetsu: A Piece of Memories. 
Talking about this game without spoiling anything 
is basically impossible, so it’s a miracle I got an 
article out about it at all! 

My first run of the game wasn’t comprehensive 
enough to scratch my itch for what it has to offer 
but given the complexity of its systems, I've 
decided to tackle it piecemeal via the PSP port. 


e-- ESLIM?I 


This being a more modern version of the game, 
it’s visually cleaner and goes out of its way to 
explain things in-game rather than relying fully on 
the printed manual to tell you how to play. 

The first time you start the game, you're faced 
with a black screen as a tutorial fills the textbox, 
page after page. It’s a strange way to start a VN! 


It takes some creative liberties. The backgrounds 
being blurred is super weird, and the main menu 
is way more generic! 

But you get L no Kisetsu 2 as well, so... two 
games for the price of one might be enough to 
make up for that. If not, some other things are 
simplified, which you may prefer. 


The crazy route map is now a clearer 2D map 
that shows everything you need at one glance, 
the pause menu is full of conveniences such as 
the ability to jump to any line in your backlog, 
and man is it nice to have so many save slots. 
Skipping is responsive and pauses whenever 
something important is coming up, which makes 
it way more playable than the original was. 
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Rumine is the main girl of fantasy. 
Xe 


The next article 


begins on page 


This isn’t supposed to be a port rundown, and it 
won't be, but I may comment on some differences 


§ every now and then. 
? For now, let’s go all in on whatever L no Kisetsu is. 


I'm gonna be focusing on my two favourite 


characters from each side of the story: Aso Midori | 


and Suzushina Rumine. 


If you don’t remember from my impressions of the 


} PSX version, this is a game that splits into two 
) after the first choice. One half is set in the real 


world, and one is set in the fantasy world. 


Aso is a central character in reality. 
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These two characters were the ones I tried to 
follow the routes of last time, before running 
repeatedly into crazier and crazier bad ends, so 
this time I'm running with a guide in the hopes of 
getting the remaining 5% or so of these routes 
that I didn’t get to see: 


, The actual endings! 
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As the story begins, a world splits in two. 
After a tough, seemingly never-ending battle, 


| THEY are banished. Should THEY ever manifest 


in both worlds, everything will end. 
The hero who banished THEM decrees that such 


| a fate can never be allowed to happen. But with 


the final blow they had struck, a blow was dealt 
back to them, and now, our hero feels their self 


} being torn in two. 


Then, HE awakens. 


retrospective of 


; Weird intro, but whatever! Our usual school-based 


, Susumu, newspaper club member, camera holder, 


, He’s a bit of a plain guy, friends with Aso and the 


| There’s the studious girl who tries to play nice, 
| and her younger sister: the energetic kouhai. 


{ It’s the expected affair. 

| The one slightly odd girl, a near-silent Yamato 

‘ Nadeshiko type with some creepy expressions, is 
the focus of some nasty rumours... 


} strange. In his bag, there’s a mysterious seven- 
} cornered jewel attached to a pendant. 


! it, and sees an unfamiliar classroom, similar in 


L no Kisetsu 


romance game is about to begin, and we're going 
for the Aso route first. 
The narrator is following a student named Kamioka 


the person who writer and investigator(?) Aso 


drags around whenever she gets a scoop. 
But of course, nothing interesting ever happens. 
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club pres, but his social circle is pretty small 
otherwise. He's aquainted with some others. 


The sporty tomboy, the plain girl, the tired teacher. 
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In the middle of this ever-mundane life, on a plain 
autumn morning, a sleepy Kamioka walks to school, 
unknowingly carrying around something quite 


He finds it upon sitting down for class, peers into 
ways to his own, but different in others. 


And then things get weird! 
..1 already did that joke last time, huh? 


Their homeroom teacher had suddenly fallen into 
a coma yesterday and is still in the hospital, so 
they'll have a substitute teacher for a while. 
Uninterested, Kamioka sleeps through his classes 
and at the end of a lesson, he goes to wake up 
one of his classmates who also fell asleep during 
the boring lecture. 

But... the guy won't wake up. 

Kamioka tries to shake him awake, but the guy 
falls to the ground, completely unconscious. 

The class falls into a panic. 
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The dots between this incident and their 
teacher's sudden condition are obvious to 
Kamioka, but Aso is confident that the two 
recent instances of people becoming comatose 
are just a coincidence. 


That’s something I really love about this game, 
and part of the reason I highlighted some of the 
Aso art I did in my original article. 

She starts off as a confident, snarky character(ij 
with a sharp tongue, and then the crazy world 
whittles her down. She has a very melancholic 
air about her sometimes. 

That's why I like her, absolutely. It has nothing 
to do with people calling her “ojou”, or how she 
sometimes ends sentences in ‘wa’. No, not that... 


Anyway, Kamioka’s a curious guy, so he decides 
to go looking for info. This is a choice you can 
make every now and then, the game dips into 
“pretend to be a normal romance VN” territory 
at times like these. 

We could go and gossip with Miss Sporty, or let 
the excited kouhai talk our ear off, but the 
library's our destination today. 
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We're here to meet miss cover girl. She’s bad 
news. The game tends to get wild whenever 
she’s around, and even in my original playthrough 
where I largely avoided her, she had a few 
opportunities to spook me. 

Upon meeting her, Kamioka’s thoughts get 
muddled. He fails to start a conversation, she 
leaves, and only then does Kamioka realize that 
he’s clutching the pendant for dear life. 

What's with this thing, anyway? 


As the days pass, this pendant will intermittently 
feed Kamioka strange dreams and hallucinations 
of a young girl with no clear appearance, 
desiring his help, but as soon as she disappears, 
Kamioka forgets about her. 


He can tell something's up with the pendant, so he 
tries to pawn it off to a couple classmates who 
seem to know a thing or two about it. 

They refuse out of fear that something similar to 
last year’s event will happen. One of them, named 
Yumikura, doesn’t want to talk about it though. 


What happened last year? Don’t worry about it! 
Our protagonist certainly doesn’t remember.. 
Kamioka puts worry out of his mind and tries to go 
back to his normal day. He heads to a darkroom to 
make some copies of a photo, but upon turning out 
the lights, he notices a blue glow in his pocket. 

It’s the pendant. 

He leaves the darkroom in a panic, and then 
comes face-to-face with... a ghost? 
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I'm leaving out a lot of cryptic dialogue here, so let 
me give a dumb summary of it all: the bad news girl 
from the library, Hoshihara Yuri, was friends with 
Aso and a girl named Yumikura Akiko a year ago. 
Rumours have been going around about Hoshihara 
recently, and despite having never met her, she 
feels vaguely familiar to Kamioka. 


Oh, and Kamioka doesn’t remember anything that 
happened a year ago... The hinting isn't very subtle, 
but they transform hints into explanations quite 
rapidly. 

That's another nice thing about this game. You'll be 
given information, think of an obvious theory, and 
then it'll be brought up almost immediately after. 


A year ago, five people fell unconscious, and one 
of them was Yumikura Akiko. 

She claimed to have been attacked. 

If Akiko’s to be believed, Hoshihara’s the person 
who attacked her, and if you trust Akiko’s little 
sister, Hoshihara jumped off the school roof at 
around the same time, with an unknown victim too. 
Baseless rumours are one thing, but these are 
witness reports by people Kamioka gets along with 
well enough. What exactly’s going on here? 
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Students continue to fall unconscious day by day. 
Kamioka suffers from strange dreams and visions 
fed to him by the pendant. 
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Worst of all, Aso is raising suspicion amongst the 
student body as people question how much she 
knows. She was friends with both Akiko and 
Hoshihara until exactly one year ago, when they all 
suddenly stopped hanging out. 

Did Hoshihara really attack Akiko and ruin the 
friendship they all had? 

Maybe Aso’s stoking gossip about her ex-friends so 
that she has something to talk about in the paper! 
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Characters become unnaturally emotional all of a 
sudden then chill out almost immediately, giving 
the reader and the characters a sense of unease 
and uncertainty. 

Kamioka’s internal monologue, should you make a 
wrong choice, could devolve into desperate, 
repetitive madness. 

A happy little school life, this is not. 
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As Aso and Kamioka continue their investigation, 
they happen across Hoshihara in the library. 

Aso attempts to talk about the rumours with her, 
but Hoshihara refuses to respond. 
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Aso becomes more desperate and persistent, worn 
down by all the gossip about them, and as she does, 
the pendant in Kamioka’s pocket grows incredibly 
hot. He goes to grab it, Hoshihara suddenly yells at 
him, then something slams into his back violently. 
The counter beside him has been completely 
destroyed, and standing there, right in front of his 
very eyes... is Kamioka. 


It’s all getting a bit crazy, but before we continue, ! 
I should bring up something I mentioned in my 
original coverage of the game. 

There, I recommended people play through the 


guidebook, and there’s great reason for that. 

A lot of the events that I’ve mentioned so far can 
occur similarly in different parts of the game. 
That counter being destroyed? There’s a very 
similar scene elsewhere. And the rumors of 
Hoshihara having fallen from the roof? You can 


The alternative paths do a great job in seeding 
ideas that'll pay off in the larger routes, but also, 
the dual-structure is very interesting if you're 
familiar with how both halves of the story begin. 
The ghost that Kamioka saw earlier is a character} 
I recognize from the fantasy half of the game! 
There are important narrative parallels and 
namedrops of characters from the other side of 
the story, and a lot of “whoa” moments. 


I haven't been comprehensive in mentioning them | 
§ they lack a physical body, they were dependant on | 
» Kamioka to enact their plan. This malevolent force, 


at all, so there are a lot of details to appreciate 
that won't get any lip service here. 


Once upon a time, a girl named Hoshihara fell in 


‘love with a boy named Kamioka. 


Hoshihara’s best friend, Aso, went to investigate 


| this Kamioka guy to see if he was good enough, 
game blind and get a bad end before going for the } 
| crimes. Kamioka was a killer. 


but she ended up a witness to one of Kamioka’s 


Aso reveals this to Hoshihara, breaking her heart. 
Hoshihara refuses to believe it and rushes to the 


» rooftop where Kamioka is. Upon learning it’s true, 


she grapples Kamioka and together they fall... but 


| before they can land, Hoshihara’s soul trades 
actually find her up there if you go looking for her.) 


places with that of another's. 

The new soul inhabiting her body, a fairy of death, 
saves Kamioka, wipes everyone’s memories, and 
begins planning to defeat whatever force has been 
taking control of Kamioka in his sleep. 


+ The real Hoshihara, the one who loved Kamioka 


and was friends with Aso, is in another world now. 


DOB IEATEROBR, CRE, | BICRMORE 
MHRIS. HEMEL MMEE ODL, BELEIOU 
SESE. RAOM FSI NSE BIC FVEEE, 


EORMLF AUER BEY Theo & 


Flashback over, the villain comes storming in! Not 


| literally; they're stuck puppeteering Kamioka. 


Throughout the route, the final boss of this story 
would appear to Kamioka as a young girl, but since 


| Trismagistus, had been using Kamioka to reap 


Anyway! Back in reality, Kamioka is beginning to 
piece things together. Whenever a new victim is 
found, it’s during a time when he’s either asleep 
or hallucinating. Furthermore, he has gaps in his 
memories, some of which overlap with the case 
from a year ago. 

Every incident lines up with a time when Kamioka 
wasn’t conscious. Combined with the reveal that 
Hoshihara has psychic powers (huh!?) and she’s 
been monitoring Kamioka’s condition (what!?) it’s 
hard to refute the conclusion he comes to... 
He’s the culprit. He has to be. 


souls for the goal of manifesting a body. 


| The final part of the plan? Make Kamioka kill Aso. 


Kamioka struggles to maintain control of his own 
body. Hoshihara steels herself, knowing she'll have 


} to kill him in order to prevent Trismagistus from 


being reborn. 


» Poor Aso’s got no idea what’s going on and 


struggles to rationalize everything happening in 


| front of her. 


| Trismagistus forces Kamioka’s body to fight, 


i targeting the obnoxious Hoshihara, but before the 


The rising victim count demands police inter- 
vention. The pressure of getting caught gets to 
Kamioka, and he decides to come clean to the 
person he cares about most before the police 
can find him, inviting Aso to talk about it. 

They head to the rooftop where Hoshihara waits, 
ready to answer all our questions. 


attack can land, Aso jumps inbetween them. 


| She drops to the ground, dead at Kamioka’s hands, 
| and Trismagistus is reborn! 


In a rage, Kamioka manifests his latent powers and 
opens up a void, banishing Trismagistus, but it’s 
too late. 

Aso Midori is dead. 


| The screen fades to black, and as if to taunt, the 
_ words “to be continued...” appear. No matter what 
' you do, the first route you go for will end with a 


) There are 38 proper endings and this isn’t even 


* Once again, the story begins, a world splits in two. 


} THEY are banished. Should THEY ever manifest 
' in both worlds, everything will end. 


| a fate can never be allowed to happen. But with 


+ Then, HE awakens. 


_ The start of the fantasy portion of the game plays 
§ out almost identically to reality’s. 
| It’s an autumn morning, the protagonist Kiryu is 
' tiredly walking to school after barely sleeping the 
+ previous night, though unlike Kamioka who had 


4) See, Kiryu’s a smidge more characterful. 
} He’s a bit of a failure student who was (in his 


school, only to be saved by a teacher named Eliza. 


| He’s that kind of guy. 


| With no talent for studying and unwelcome in any 
* clubs, Kiryu’s last resort was to form a band. 


The next article 


begins on page 


cliffhanger like this. 


one of them! But by playing a combination of real 
and fantasy, progress can be made. 
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So there we have it. The normal side of L no 
Kisetsu! Very normal! 
Now what’s going on in fantasy land? 


After a tough, seemingly never-ending battle, 


The hero who banished THEM decrees that such 


the final blow they had struck, a blow was dealt 
back to them, and now, our hero feels their self 
being torn in two. 


newspaper club work, Kiryu was writing a song in 
preparation for the upcoming school festival. 


opinion) unjustly targeted and harassed by the 


He feels that Eliza pities him, so he has harbored 
a grudge against her ever since. 


He found two bandmates, and that’s been the 
focus of his life ever since. 
Compared to Kamioka, Kiryu’s much rougher. 


Then, there’s Suzushina Rumine, Kiryu’s class— 
mate. Energetic, trendy, a bit bossy, but a softie 
at heart. 

They have little in common (she hates music!) 
but she hangs out with Kiryu often for reasons 
he doesn’t understand. 


She’s also a member of the art club, and this 
scythe-wielding red-head is too, though Kiryu 
doesn’t know her anywhere near as well. 

This is Mainami Yuuki, a shinigami who loves 
Kiryu’s band! 

A... shinigami? Oh, and the students walking the 
same way to school include a giant, some fairies 
and some dwarves. 


So the obvious thing to point out here is all the 
fantasy stuff, but the setting these fantasy 
tropes inhabit is just as plain as in the reality 
segments. In fact, the classroom looks very 
familiar, the school looks very familiar. 

It’s all... the same, maybe? But no, it’s different. 


Kiryu’s a lot edgier than our other protagonist. 
He’s a rough rockstar wannabe with few friends, 
few principles, and a rule to not hit girls unless 
they deserve it. A delinquent, basically. 


Surprise surprise, Kiryu sits down at his desk 
and finds a mysterious pendant on his person. 
He brings it close to his eyes and takes a peek 
at the light passing through it, only to find a 
strangely familiar scene of a world being 
destroyed. 

In the remaining darkness, a pair of inhuman eyes 
stare back at Kiryu. 


Suzushina informs him that there’s a rumored 
pendant that may be related to an event that 
occured two or three years ago. 

Oh, and the class’ teacher has suddenly gone for 
teacher training, so they'll have a substitute 
teacher for a while. 


It’s all sounding pretty similar so far, huh? To 
hammer that home, our protagonist seems to 
have a gap in his memories. 

But the big difference, aside from all the fantasy 
stuff, is the pendant. The visions it gives Kiryu 
are a lot clearer, are always remembered, and 
something about the pendant is alluring to Kiryu... 


Anyway, one big thing that gets mentioned during 
the lore dump on fantasy and magic is that a 
human named Kirishiro used magic to draw 
Kirishiro Nanai, a girl who lives inside a painting. 

I mention this because Kirishiro was name-dropped 
during the confrontation with Trismagistus in the 
previous route by Hoshihara, who claims they were 
possessed by Trismagistus in the past and had to 
be killed. 


All of these details — the abridged rundown on the 
pendant, the more candid approach to weird things, 
the immediate mention of memory loss and 
emphasis on lack of sleep, and Kirishiro being 
highlighted as important so blatantly — are a big 
part of the reason why I started with Aso’s route 
over in reality before touching the fantasy side. 

I think starting with the normal investigative 
journalist in a plain setting before getting deep into 
the wackier stuff makes for a stronger structure. 


One day, Kiryu, having agreed to go shopping with 
Suzushina after school, is left trying to find her 
somewhere in all the hallways and classrooms the 
school building contains. 

During his search, he begins to hear a piano in the 
distance. He follows the sound to the music room, 
but before he can open the door, the pendant 
begins going crazy. 


A sharp sound forces Kiryu to the floor and 
negative emotions begin flooding into his mind. 
His control over his body vanishes, preventing him 
from shouting for help. And then... a young girl with 
no clear appearance begins asking for his help. 
She’s alone, she’s afraid, she needs Kiryu. 

She uh... has the same sprite that Trismagistus 
was using to communicate with Kamioka, and 
Kiryu is immediately terrified of her. Smart lad. 

He snaps out of it, stands back up, and picks up 
the pendant... Maybe he’s not a smart lad. 


Behind the door to the music room, Suzushina 
plays the piano, tears falling down her cheeks. 
The music-hating Suzushina is an amazing piano 
player! Way better at music than Kiryu is! 


Kiryu supresses his irrational anger and delicately 
avoids asking Suzushina to explain herself. 
The two go shopping. 


This sudden anger is but one symptom of Kiryu’s 
strange mental state as of late. He’s in a slump 
and can’t seem to write any songs, his sense of 
time is a mess and he keeps having strange 
dreams, so he hasn't been sleeping well. 

All that, and he feels like something is always 
watching him. Naturally, he suspects the pendant 
is to blame, so he leaves home in the middle of the 
night to get rid of it, tossing it into a random gutter. 
But when he returns home, atop the desk where 
he writes his music, the pendant awaits. 


Daylight arrives in the blink of an eye, but the 
scenery feels a bit more distant than usual. 

Days continue to pass and Kiryu continues to 
attempt to get rid of the pendant, but it refuses 

to be abandoned. 

Sleep deprivation sours Kiryu’s mood, he begins 
treating people harsher than usual, and he 
contemplates abandoning his song-writing attempts 
in favour of some quick magic that'll do all the work 
for him. 

He grows suspicious of the people around him, 
feels alienated, unfairly judged, angry. 

The pendant glows. 


Fueled by this, he gets into a fight with Suzushina. 
She runs off, leaving him to be a grump alone. 
Then, for some reason, Kiryu’s head fills with the 
sight of a girl with long black hair falling from the 
top of the school building. 
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The sight of this unfamiliar girl makes him worry 
for the girl he'd just gotten into a fight with... so he 
heads to the rooftop, afraid that Suzushina’s going 
to jump. 

When he arrives, he spots her looking down at the 
school from the edge, and he calls out in a panic. 
But... Suzushina doesn’t look like she’s going to 
jump at all. Besides, she’s a ghost, so it wouldn't 
hurt her even if she did! ...wait, what!? 

Yeah, that was one of the revelations that I 
mentioned getting a “what!?” out of me before. 
The ghost that Kamioka saw in the previous route 
was this girl! 


But y'know, Suzushina claims to have done it 
before. Jumped from a rooftop, that is. 

She did it in a previous life, as a normal human. 
Wait, is this... the real Hoshihara!? 

Go watch the OP animation again; they don’t try 
to hide it. 


Look at 
this cross 
fade! 
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Suzushina’s situation will take the focus later on, | 


but Kiryu’s still the star of this story for now. 


Something that’s already been made clear, but 
will quickly become even moreso, is how much 
more powerful the pendant’s influence is here. 
Be it the fantasy setting or Kiryu’s isolated 
delinquent lifestyle, he’s an easy pawn for our 
bad guy to play with. 


Kiryu isn’t a studious kid, so his knowledge of 
magic is basically nil. But if it can help him get 
ahead... well, he decides to head to the library to 
study up on it. Uh oh... 


Kiryu’'s also a bit of a rebel, so when he sees a 
sealed-up book that looks pretty forbidden, his 
curiosity is piqued. Uh oh... 


The title says that it’s a book about 
incorportating magic into music, but lemme say, 
if you see a book that looks this dangerous, 
maybe don’t touch it. 
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He tries to take it, the girl behind the counter 
tells him no, and then the pendant begins to glow. 
“What would happen if I put the pendant up 
against the seal on this book?” Kiryu wonders. 
BAM! That's what happens. The counter is 
demolished (again) and the girl runs away, 
screaming in terror. 


The barrier has been broken. The book has been 
unsealed. Inside, a bunch of torn pages and a 
password-protected floppy disc with the name 
“Kirishiro” written on it. 

The living painting, Kirishiro Nanai, perhaps? 

Or maybe the person who painted her...? 
Kirishiro, the last person to be possessed by our 
story’s main villain. 


Kiryu’s worried that adults will arrive on the 


scene, so he rushes out and looks for the girl in 
the magical painting that shares Kirishiro’s name. 
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After gathering some information, he finds a 


' computer to mess with. The password system is 


' triple layered, so you have to guess correctly three 


- times in three attempts to unlock it, which I some- 


how did completely blind on my first playthrough! 


' Unlocking it brings up an image of a seven-pointed 


magic circle and an encyclopedia of spells. 
Kiryu’s after an easy route to music making, so he 
clicks the music category. He’s guilty and ecstatic. 


- Time flows by in an instant. It’s a full moon tonight. 


| They say that the moon is a gateway to another 
- world, and this pendant is the perfect catalyst for a 


summoning ritual, clutching souls from another 
world to reform them into musical objects. 
Kiryu candidly thinks to himself... 

“y'know, maybe I shouldn't be doing this.” 
Outside the window, silhouetted by the moon, a 
young girl peers at him through the glass. 
“Come on, what's the worry?” 


_ Kiryu laments his past. Music is all he has. 


If they just hadn’t isolated him, blamed him, forced 
him to give up on the music club, then... 


At the start of this story, a world was split in two. 


Kiryu gets a glimpse of THEIR banishment. 
Before it was split, there was a world where 
nothing ever changed. Where there was no 
emotion. It was an eternal paradise. 


' That's the real world, he thinks. A stagnant realm. 


That's where Kiryu belongs — not here. 
Music will take him there. 


Why was he worried? There’s no need to hesitate. 
Music is all he has. 
Nothing else matters. 
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It's the day of the performance. Kiryu is confident, 
his bandmates are anxious and useless, and 
fangirl shinigami Mainami Yuuki is acting strangely 
uncomfortable in Kiryu’s presense. 
. Kiryu doesn’t care; he’s here to win a competition, 
nothing else matters. 
He gets up on stage, picks up his guitar, and puts 
all his strength into a performance that can only 
be described as nightmare fuel. 
Some in the audience grow fearful. Others fall to 
the ground, unconscious. A fair few lose 
themselves to the music, turning wild and chaotic. 
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It's hard to tell whether Kiryu is the one truly 
playing, or if he’s just as lost to it as the mad 
» people in the audience. 
) When the song ends, some sanity returns to Kiryu. 
He sits in an empty chair, surrounded by a 
panicking crowd, in a room that smells of sweat 
and vomit. 
And then, with his eyes growing heavy, he lets the 
emptiness of life wash over him... 
_ Until a piano begins to play. 
It’s Suzushina Rumine. 
To her sound, the crowd returns to normal. The 
chaos Kiryu longed for is washed away. He’s angry, 
he’s jealous, he’s afraid. Why is this girl trying to 
’ erase what he did? Why did she betray him? 
Why is she trying to destroy him? It’s unforgivable. 
» Kiryu’s band make it through the round, but first 
place goes to Suzushina. 
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Out of all of the scenes I'd read of L no Kisetsu, 
this is the one that stuck with me the most. 
It's quite a brief moment, but the combination of a 
mad, desperate protagonist and a wordless piano 
performance of peace from the heroine is striking. 


Calling Kiryu “mad” isn’t quite right. He’s full of 
self-loathing and sucks at everything except 
music, which he was burning out on. 

He has no friends other than Suzushina, who he 
shares no hobbies or interests with. She just 
hangs out with him because she feels bad for him 
or something. 


So he falls back on the cheat of magic to try to 
gain some confidence, but the song it results in 
isn't popular, his performance is beaten by 
Suzushina’s, and after giving in to all the 
temptations, the pendant really isn’t doing 
anything for him. 

When faced with competition or threat, Kiryu 
simply doesn’t have the energy to fight back. 
He doesn’t have the energy to help himself. 

It'd be easier to just give up. 

He’s not mad; he’s miserable. 
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All of this has caught the attention of Mainami 
Yuuki’s older brother, who works for an 
organization that preserves peace. 

As a shinigami, he can see what’s going on with 
our boy, and Kiryu ain't Kiryu right now. 

The pendant has long since exerted its will. 

But if they kill Kiryu, it'll just be a repeat of what 
happened 2 years ago. They need to find the true 
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As he leaves Kiryu with some harsh warnings, 
Suzushina arrives at the roof, worried after 
hearing from Mainami that her brother was after 
Kiryu. They have a heart to heart, and in her 
presense, some clarity begins to return to Kiryu... 
And then a little girl appears. No, not a little girl. 
The shape twists and breaks into a formless 
shape. Like goop, it seeps into Kiryu’s mouth, 
feeding him thoughts and emotions, submerging 
him in dark emptiness. 

Suzushina calls out desperately as Kiryu is lost. 
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In a dark music room, Kiryu mindlessly chants 
spells he has no knowledge of, with a body he 
has no control of. His two bandmates enter, 
completely unaware of what's been going on with 
Kiryu, and to them, Kiryu insists they run away. 
Get away while you can. 

Kiryu’s body twists, his spine arches backwards, 
and from his mouth, a torrent of shadows launch 
into the ceiling. It spreads through the room, 
consuming the innocent bandmates in an instant. 


owner of the pendant, and Kiryu could be the key. 


Well, things aren't going great, so let’s try and 
change things up. The narrator at this point either 
can’t follow Kiryu anymore, or is too scared to 
check up on him, so we're switching over to a 
different host of characters. 

In the principle’s office, a group give the rundown 
on everything that’s happened so far. Both of the 
women who've been protective of Kiryu—Suzushina 
and Eliza—air their regrets that things ended up 
this way, while Yuuki cries over not being able to 
do anything to save Kiryu. 

Suzushina puts her misery aside to console Yuuki, 
and the topic turns towards the future. 

What do we do now? 


Amidst all this, we get some backstory for our 
heroine! Suzushina was, in her previous life, an 
ordinary human who loved the piano. However, the 
mother who taught her passed away, her father 
remarried, and her new step—mother trampled all 
over Suzushina’s love for the piano. 

She grew shy and depressed, made few friends, 
and couldn’t even open up to the one she loved: 
an earnest boy with a camera in hand. 

She can’t clearly remember him anymore, but swap 
camera for guitar, and that’s what Kiryu feels like. 
In the end, she jumped from a rooftop, seemingly 
unhappy with the life she had been given. 


As she reflects on her past, day turns to night, the 
group disband outside the school, and Suzushina is 
left alone with her thoughts. Staring up at the 
school building, a light suddenly shoots into the sky 
from the school rooftop. 

Elsewhere, Kiryu escapes from a darkness and 
collapses in pain. The rooftop on which he stands 
is covered by scattered music sheets. He reaches 
out to pick one up, and upon reading it, he begins 
to tear it to shreds. He screams; this isn’t the 
music he wanted to make! 
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Suzushina arrives, to which Kiryu begins begging 
for help. His body begins to move, but not at his 
will. Something else has control now, and it wants 
to kill Suzushina. 

It recognizes her, though she seems to have no 
memories of the villain’s involvement in her death. 
Welcome back to the end. We’re on the rooftop, 
and Trismagistus is in control of the protagonist's 
body, willing it to murder the heroine. 

Trismagistus consumes Kiryu, and as the shinigami 
siblings charge the rooftop, the villain vanishes, 
but not before laughing proudly: 

The merging of worlds will soon commence. 


| participating in the music festival to take 


In the aftermath, the organization that the siblings 
work for dispatch investigators to uncover what 
happened, but they find nothing. 

The families of Kiryu and his bandmates have had 
their memories erased, all signs of Kiryu’s magical 
activity has vanished, and life for most hasn't 
changed. 

A crestfallen Suzushina resolves to continue 


responsibility, while the rest prepare under the 
assumption that Trismagistus will strike when 
Kiryu’s emotions are heightened: during the finals. 


The contest must go on if they're to confront 
this evil, and before long, an audience is waiting 
before a stage. 

Suddenly, a powerful force overcomes the area. 
The siblings try to get people to evacuate, but the 
whole crowd turn their attention to the stage, 
transfixed. 

On stage, three figures stand. The three band 
members, Kiryu included, are about to perform a 
song that'll steal the souls of everyone present, 
allowing Trismagistus to manifest and merge the 
two worlds. 
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Finally, the narrator returns to Kiryu’s perspective. 
He's lost in his own head, barely conscious, unable 
to move unless told to. He tries screaming out for 

help, but he can’t. He tries, over and over, until one 
word finally breaks out: 

“Rumine!!” 

Calling for Suzushina by her first name — Rumine. 


With Kiryu calling out to her, Rumine rushes to the 
stage to save him. With this, memories of her 
previous life return to her. 

She had died trying to save the person she loved 
back then too, hadn't she? 

To save him from the pendant... 


Her heart calm, Rumine sits down at the piano and 
begins to play. The song purifies the room, driving 
Trismagistus away, and all its power over Kiryu 
fades. 

Kiryu, too, begins to recall the things that had been 
stolen from him: a previous life, controlled by the 
crystal, over and over, falling into tragedy every 
time. Over and over, the crystal would cause havoc, 
and each time, he would be responsible. A different 
name sometimes, a different face, at a different 
time, but always the same story. 


It started with love. When the world was still one, 
there were no emotions until a man fell in love with 
a woman. Then, the worlds were torn apart, as was 
he, now trapped in an endless cycle of reincarnation 
in search of his lost love. 


Trismagistus is gone, but Kiryu is in a panic. 
Where Rumine once played, now no one sits. Her 
life, mere fuel for the musical spell she had cast... 
Once again, the heroine falls to the protagonist. 
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Two endings down, but it’s not over yet! Since 
we've already finished a route in reality, the 
merging of halves can begin. 


The space from which Trismagistus came is still 
open, and urged on by a bro, Kiryu dives on in. 
He heads back in time, to another world, to 
another HIM: Kamioka Susumu. 

In this void of time and space, he remembers 
that another soul was searching for him... 

and here, we get a choice of four names: 

Aso, Hoshihara, Rumine, and Yuuki. 


Kiryu shouts out for Rumine, and to oppose the 
darkness in which he waits, a form appears 
within the light. Rumine shouts out for Kiryu. 
The two embrace. 

Trismagistus writhes in pain, its form breaking 
down from one manifestation to the next, until 
eventually it returns to its original appearance: 
Kiryu. 

See, it all started with love. 

In the original, singular world that Kiryu’s soul 
comes from, there was no emotion until, one day, 
there was love. From that love, he began to fear 
and hate, and so the world was split in two in 
order to escape. 

The monster in front of Kiryu now is a 
representation of the fear he felt upon falling in 
love. The darkness in his heart led to all of this, 
and now, in accepting it, the cycle of tragedy 
can finally end. 


In the hall where a piano performance just ended, 
a pair of siblings witness the pendant shatter. 
Yuuki anxiously looks up to see Kiryu and 
Rumine, safe and sound. 

Yuuki and Rumine hug it out while the guys talk. 
The worlds are fully separated now, as are Kiryu 
and Kamioka. The creation of two worlds from 
one has been finalized, and each is now unique. 


After an investigation, Kiryu avoids arrest by 
giving over possession of the shattered pendant 
that had been controlling him. Finally free of its 
influence, Kiryu can enjoy life again. 

The air feels fresh, the world is full of color, and 
life is beautiful. 

An awkward couple of lovestruck teens hold 
hands, looking over the town from a rooftop. 
Their memories of lives passed now restored, 
they quietly celebrate being reunited... with a kiss. 
And as they begin the continuation of their 
ordinary lives, inspiration reaches Kiryu. 

He’s ready to write his own song. 

The End. 


A retrospective 
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Loading back into a save file I made towards the 
end of Aso’s route, we’re on the rooftop again. 
Kamioka screams over Aso’s body. Trismagistus 
taunts him before escaping into a hole in space. 
Hoshihara, having realized the true strength of her 
opponent, apologizes sincerely for dragging two 
innocent people into this conflict, but now that 


Kamioka knows what's going on, he responds firmly: 


“I'm sorry for causing you so much grief, but this 
is the end now.” 

Kamioka dives on in. 

Kamioka shouts out for Aso, and to oppose the 


_ darkness in which he waits, a form appears within 


the light. Aso shouts out for Kamioka. 


| The two embrace. 


+ Ona school rooftop, Hoshihara Yuri clutches a 


pendant in her hands, completely blind to the fact 
Aso’s dead body has vanished. She contemplates 


sealing herself off from the world here forever, 
_ where she can stay with the piece of memories 
' left behind by her friends. 

. That's a title drop! 


_ no Kisetsu: A Piece of Memories! 


The pendant shatters and the duo return, 


i appearing before Hoshihara’s very own eyes. 

. Actually, I guess they aren't her own eyes, right? 
_ Hoshihara runs into Aso’s arms and the two sob 

| it out. The victims regain consciousness and 

| Hoshihara wipes all memories of the incident from 
» everyone aware of it. 


A few days pass, and Kamioka is writing his next 
article. Once again stepping out onto the L-shaped 
roof of the school, he begins thinking about the 
word “Labyrinth”. 

His life up until now, he’d spent trapped in a 
labyrinth... has he actually finally escaped? 

It’s an even clumsier title drop! 


Aso arrives, she confesses and asks if he likes her 
_ back. Kamioka kinda dodges the question, so Aso 
pulls him into a kiss. Then she tries to get him to 


of 
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The next article 


begins on page 


From being dragged around to investigate for the 
newspaper to being dragged around on dates, the 
relationship between them isn’t too different from 
how it was at the start... but the lingering sadness 
behind them both, for now, is all gone. 

The End. 


We finally reached not one, but two good endings! 
And after all of that, it may sound like I've given 
away all that this game has to give. I haven't. 
Doing Aso’s bad end by selecting her at the end 
of Rumine’s route will unlock four new heroine 
routes in the fantasy world. That's a lot of routes! 
Most of my route map is empty, and there are 
characters in this game I didn’t even see across 
both my PSP and PSX playthroughs! 


This game is deep. Maybe not thematically, the 
writing is shallow and amateur, but there’s so 
much content and it goes in some wild directions. 
The narrator isn’t beholden to a single character, 
the genre will change mid-route, twists galore. 
It’s not long-winded, so the odds of you getting 
bored are pretty low, I say. There’s no padding in 
scenes, no filler slice of life, all good, meaningful 


i content that pushes the story forward, never 
stopping, go go go! And yet it’s a very long game. 


' I already understood how the game’s trickier 

» mechanics worked, I played the PSP version to 

_ speed it up, I followed a guide and I knew when 

' best to make my saves and I had a plan of exactly 
' what content I wanted to clear in which order, 


and it still took me over 12 hours. 


_ Finishing a route may not take long. In an hour or 


two you could hunt for bad endings; give it 5 or 


_ 6 and you could beat an entire heroine route! 

_ But when you're done with one route, you'll be 

_ stuck wondering... what could the route about the 
i tomboy possibly be about? It'll only take a few 

_ hours to find out. May as well keep playing! 

| Those kinds of thoughts are what'll lead you to 
get lost in this labyrinth of a game. 


| call her Midori, but she gets very tsundere about it — 
and starts complaining about her surname. 4 


; But no, the title drops are still pretty lame. 
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Denpa Yuuyu 


Re-experience your favourite stories with Denpa Yuuyu! 
With her cheerful, lively playthroughs and nostalgic 
singing streams, galge fang are sure to have fun! 


\ | | Youtube: @denpayuuyu 
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Article Writer: 
Takafumi Sakagami 


Back in volume 4 of C-pia! Magazine, I 
broke down the common route of 
Mashiroiro Symphony and gave some 
spoiler-free thoughts on Sena Airi’s 
route, her character, and her growing 
relationship with the game’s protagonist: 
Uryu Shingo. 


After the plot point that triggers the 
route in truth, I gave the rest of it a 
general yet vague review, but now that 
the spoiler blocker is down, let’s talk 
some details. 

I'm going from memory, but it wasn’t 
too long ago that I played, so hopefully 


I'll get everything in the right order! 


As I described it, this route follows a rotating 
routine of peace and drama. You get some 
slice of life, then some drama, then a new 
slice of life that reflects the outcome of the 
drama, and then the next drama. 

It’s a tried and true formula. 


What feeds a lot of this drama is the 
dynamic between our two main characters. 
Shingo is a mood-reader who tries to keep 
things comfortable, prioritizing safety over 
shake-ups. 

With the big shake-up of the school merger, 
he feels that (for his own sanity) creating a 
good classroom atmosphere is priority 


number one. He'll shoulder that responsibility. 


But when it comes to shouldering 
responsibilities, no one beats Sena Airi. 
She’s basically the leading representative 
of her prideful all-girls school, she strives 
for perfection, and other people only 

serve to threaten that perfection. 

These two, miraculously, become friends. 

It starts with them being elected joint class 
representatives and evolves from there. 
That’s all stuff that I covered previously. 


Here’s where the tropes come in. Sena Airi is 
a rich girl, but she lives in a tiny apartment 
and has very little to spend. 

Her pride has led her to flee from home, and 
the relationship between her and her mother 
has become very strained. 


Shingo and co. stumble upon this fact during a 
group shopping trip, one thing leads to another 
and eventually the gang is celebrating Airi’s 
birthday at her tiny apartment. 


While the group continue to visit every once 
in a while, Shingo becomes a frequenter, and 
this is where it gets interesting. 


Airi has an urge to rationalize her growing 
friendship with Shingo. She's against the 
school merger, she can’t accept the boys, but 
Shingo is different somehow. 


So, subconsciously, she begins testing him. 
She starts acting far too comfortable around 
him, treating Shingo as if he weren't a guy. 
Well, he’s not! He’s different from the other 
boys, right? You can’t treat him the same way! 
That's Airi’s logic. 


Shingo, on the other hand, is starting to crush 
on Airi pretty hard, but his priority has always 
been in maintaining a safe, comfortable mood. 
With Airi’s growing boldness, the strain on him 
is growing. If he sours the relationship between 
them, it could destroy the classroom’s status 
quo. Airi would become the target of scorn. 
Shingo doesn’t want that. 


This is the dynamic that makes up the most 
interesting chunk of the route. The way these 
two have learned to survive is in conflict. 

Airi will reject things before becoming aware of 
them in order to protect herself and the people 
around her. Shingo will become aware of things, 
then try to right them. 


The spanner in the works is that previously— 
mentioned parent in Airi’s life: her mother, the 
principal of the school. She’s the one pushing 
for the merger and she’s the person Airi is 
trying so hard to reject. 

It’s in conflict with her mother, while defending 
Shingo, that Airi becomes aware of just how 
much she’s beginning to trust Shingo... and in 
how much of that is the result of Shingo 
exerting himself to make Airi happy. 


The way this initial drama is handled, I found 
pretty interesting. Some of the downtime, the 
slice of life showcasing the growing tensions 
between Shingo and Airi, is a bit dull, but the 
side characters do a good job in wingman-ing 
Shingo and Airi in fun and interesting ways, 
and the repeated perspective switches to 
show us Airi’s side of the story leads to some 
great moments. 


Naturally, trust becomes the backbone of 
their relationship. They'll get into arguments, 
of course, but at the end of the day, they're 
trying to protect one another. They always 
have that to fall back on, and so, as the cycle 
of daily life and weekly drama continues, the 
dynamic changes. 


Instead of being about the two in conflict, it 
becomes about them trying to fix themselves. 
Their personalities are defense mechanisms 
and they evolved in opposing ways, but by 
being together, they balance one another out. 
As you can imagine, there’s not much room 
for relationship drama when the characters 
trust each other in such a way. 


What follows is an examination of why Airi is 
the way she is. How did she become so 
defensive? Why is she living on her own? Why 
was she against the merger? All that and... 
well, there’s a lot of the couple being 
sickeningly sweet together. 


It also does a good job in lampshading the 
presence of the route’s “villain”. 

Airi’s mother is the one thing that completely 
destroys any progression Airi makes. 
Whenever she becomes the topic, rationality 
goes away and the walls around Airi go up. 


More than anything, I appreciate how Shingo’s 
small quirk as a protagonist feeds directly 
into the main narrative. 

It’s because of who he is and how he 
developed as a person that things turn out 

as they do. 


Diverting from a drama-focus briefly, the slice 
of life during this section, from the couple 
beginning their relationship onwards, is... how 
do I describe it? 

I'm not one of those stereotypical people who 
looks at a happy couple with scorn, but man, 
Airi and Shingo are almost obnoxiously lovey- 
dovey. I actually grew sick of watching them 
be so happy, which was a weird thing to feel. 


The way Airi’s voice changes over time or 
when talking with different people is incredible, 
and at her peak adorableness, she has a 
similar sound to one of my favourite voices: 
that of Kurumi Noah. 

Obscure reference, but you're reading a 
magazine about old Japanese games, so 
obscure’s fine, right? 

Anyway, I'll share my favourite voice clip 
somewhere. It'll be linked in the website’s 
‘Sources’ page. It deserves to be heard. 


The actor's voice is great, but her dedication 
to the character is what's really admirable. 


Now that the tropey plot point of a “rich” girl 
having no money has lost its lustre, the new 
trope they bring in is the Japanese flu! 

Airi’s grown ill during exam season, forced to 
basically fail her tests despite her best efforts. 


With Airi out of the picture, Shingo decides to 
tackle the obvious topic: Airi’s mom. 

Airi’s mother is similar to Airi when it comes to 
their defense mechanisms, but they evolved 
differently. As a single parent, she lacks 
someone to balance her out. 
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Airi’s picked up just enough Shingoisms to 
want to try and mend things with her mother. 
Her reasons for leaving home were just, but 
she didn’t do it in the best way. 


But there are two big issues. Airi’s mother 
deflects any attempt at serious dialogue. 
Shingo even confronts her about it. The lady's 
normal most of the time, but once her 
daughter gets involved, she changes. 

The barriers go up! 


The other problem is that there aren't many 
opportunities to talk; Airi’s mom is a busy lady. 
Remember that school merger? It’s a lotta work. 
So Airi and Shingo round up the entire student 
body to show appreciation for all of the hard 
work, bridging the Senas’ gap in the process. 
It's the start of a dialogue, and the Sena duo 
will go on to slowly repair some of the broken 
bonds between them, but not overnight. The two 
finally reach a point where they're willing to talk 
with one another, and with that, there’s hope. 


With the final drama out of the way, we end not 
with a big climactic event, but with the start of 
a solution and the continuation of time. 

Shingo and Airi walk through snow-covered 
streets on a Christmas date, discussing the 
main themes of the route. 

As individuals they have their own personalities, 
their own problems, and their own ways of doing 
things. They're like separate colors, but put 
them together and they become a new color. 
Their future as two, pure white to be dyed anew. 


A constant progression of time marked by 
character growth is what the route captures. 
It’s focused on developing the characters so it 
has to justify them. Shingo has to make sense. 
Airi has to. Together, they have to make sense. 


While the plot devices are tropey and the drama 
is a bit silly and not always satisfying, they pave 
the way for an ever-changing life between two 
characters who once rejected change, who 
regress into bad habits when faced with trauma, 
who depend on one another a bit too much at 
times, who act differently together than other- 
wise, and who're aware of it all. It makes sense. 


Sometimes, as a writer, I have to emphasize 
that fiction and reality are different things... but 
when it comes to purely psychological analysis, 
there's no difference between a well-written 
character and a real person. Characters are 
often meant to be people, after all. 

Despite the tropes, despite the comedy, despite 
the cartooniness of it all... Shingo and Airi feel 
like real people. 

That won't come across in a synopsis, or a plot 
rundown, or a skim through the script. It comes 
through in each uncomfortable hour that you 
spend watching them grow more and more 
dependant on one another, the couple flirting 
with each and every breath. 


It’s not a perfect plot, nor are the characters 
perfect people, but where’s the fun in perfect? 
A flawed bit of humanity is quite alright by me. 
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Article Writer: 
Takafumi Sakagami_ 


time between last issue and this, the much-anticipated Aquaplus celebration occurred. 
ebrated their 30th anniversary, and the event was being touted as a pretty big deal. 
svent in mind, I kinda held back in my previous coverage of Kimi ga Yobu, Megiddo 

in case there was any wild news about a new port or something of the sort, because 

is isn't a game that really works on new computers. It needs some love and attention. 


e 30th anniversary was less about early Aquaplus and absolutely not about Leaf. 
yno, Dungeon Travelers, White Album 2 and a couple small things... and 3D ToHeart. 
termined to leave their old games to rot, I'm gonna dig up some graves. 

sty old Megiddo so that it runs on a modern Windows computer, and then we'll look 
+t some modern flair into it! 
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We follow a party of 20-somethings on quest to 


save the world. 

Each party member has a very obvious role, for 
the most part. Bagel is the jack-of-all-trades 
protagonist, Yaha is the melee damage dealer, 
Linon is the mage, and Maria is the healer. 


The party formation is limited and there aren't 
many abilities between them, or the enemies 
for that matter. You'll grow familiar with what 
attacks are in the game quite quickly after 
seeing enemies use them over and over. 
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There is a degree of customization, since skills 
and magic can be upgraded using points that 
you gain from winning battles. If you don't want 
to grind (I don't!) these points are a limited 
resource, so thoughtful planning is important. 
Using them, you can upgrade aspects of your 
party's moves. 

For example, improving the range of Flame will 
make it deal AOE damage. 

Improving the hit-rate increases the odds of 
inflicting a burn status effect. 

Improving the power makes it hit harder, etc... 


In a way, there's more than one "Flame" ability; 
it changes depending on your investment level. 
You may turn Bagel's Flame ability into an AOE 
spell, but make Linon's into a single-target boss 
killer type of move. 


In my own case, since Bagel could use Flame 
and Maria could use Chilly, I made Linon a 
dedicated Shock user early on. Those are the 
three elements, and alongside physical attacks, 
they're the types of damage effective to variying 
degrees against each enemy. 

Enemies can be weak to damage types, neutral, 
resistant, and so on... This is all shown in battle 
when you target any enemy. 


Along with move customization, you can equip 
different stuff to your characters to boost their 
stats, plus weapons are also customizable. Using 
materials dropped by enemies, you can enhance 
weapons in various ways. 

Materials can also be spent at a wandering 
trader's shop, the inventory of which increases 
as you do certain things, and some of that 
inventory includes very rare materials for 
weapon enhancement. 

I'd liken it to the synthesis system in Kingdom 
Hearts games. You can get some very OP stuff 
if you invest in it, and it'll be great once you 
unlock the higher-difficulty mode, but a casual 
player on low difficulty could ignore it mostly. 


This is all in service of the main gameplay loop: 
explore 3D environments, trigger random 
encounters, find chests and secret items in the 
map, and progress the plot. It's a straight- 
forward point-A to point-B type RPG. 


There are save points. Go to the bright 
blue orb and you'll be healed, your MP 
will be restored, and you can save or 
teleport to other blue save points. 
Yellow and red save points also exist, 
but ask for resources to heal you. 

Red ones can return you to blue ones. 


Dungeons grow to be pretty damn big 
after the first couple maps, so these 
teleportation methods are incredibly 
helpful, as is the resource regeneration. 


This really is the kind of system where random 
encounters in a long dungeon whittle down 
your team, and so they become the main threat. 


Handing in requested items at the town shop 
will unlock new stock such as MP potions which 
make clearing waves of enemies much easier, so 
investing time into improving the shops will 
make dungeoneering much faster. 


This is an aspect I'd suggest no one ignore, 
even if you're on the lowest difficulty. 


The actual battles themselves usually aren't 
difficult, save for some secret bosses you can 
unlock throughout your playthrough, but there 
are notable breakpoints you'll want to meet. 


Let's go back to the ability customization for an 
easy example. Say you improve the 'Flame' spell - 
suddenly the MP cost to cast it increases. 

A measly 1 or 2 stat points could decide whether 
you're able to even cast your upgraded Flame! 


Turn order is an initiative system based on your 
party members' speed stats. It's not uncommon 
for a boss to outspeed you if you aren't putting 
in the grind, and that extra turn the enemy gets 
before you can act could ruin your plans. 


Maybe the boss kills one of your members, or 
has time to buff up, or deals enough damage to 
your DPS to prevent her from accessing crucial 


} attack skills that require HP to cast. Any of these 


scenarios could lead to a swift game over. 


vst) oe 


Interact with the village's information 
broker and you may learn about some 
strange goings on in nearby dungeons. 


One such oddity is Red, a treasure- 
hunting robot with a large appetite. 
He'll ask for whatever strange items he 
craves, and once he's gained enough 
energy, he'll go on a mining spree! 


Expand the cave to discover treasure 
and encounter strong enemies that 
drop rare, valuable materials. 


' before the enemy, and you can blitz them all 
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There's always the anti game over mechanic at 
your disposal, which resets the fight with your 
party members guaranteed to act first at the cost 
of a rare currency, but you get half the exp at the 
end of the battle, and since the exp you get from 
boss battles is pretty hefty, you'll be losing out in 
the long run. 


Working to reach the breakpoints in speed can 
suddenly swing the balance in the complete 
opposite direction. Now you're the one acting 
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down pretty reliably without giving them many 
turns to act. 
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MERZ1OOCBELES(VYILO BH) 


If you defeat five enemy encounters in the wild, 
this merchant will be waiting for you back in 
the game's hub village. 


eS 


Trade materials for special items. The more 
you trade, the more new item recipes unlock! 


: 


Rito owns a store in the village, and it's where 
you'll do the bulk of your shopping. 


\ > 


The stock will be limited at first, but if you 
complete Rito's various requests, his inventory 
will grow to include better items. 
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Our party of four are as straight-forward 
personality-wise as they are gameplay-wise. 
Bagel is a wannabe archaeologist (read: thief) 
who grew up at an orphanage. He's a scoundrel, 
a coward, a womanizer... like if Han Solo wasn't 
cool. He's also the chosen one! > 


Linon, a demon following a prophecy, is Bagel's 
(somewhat useless) fangirl. It was her job to 
watch over him from afar as he grew up, so she 
has a pre-established parasocial relationship 
that Bagel's very willing to go along with. 
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I'm using a lot of negative words in relation to 
Bagel, and don't get me wrong, people DO hate 
him, players and NPCs alike... but he's unique. 
He doesn't have any meaningful connections 
other than with Maria, and he appears to be 
pretty selfish, but he has some weirdly self- 

_» sacrificial thoughts and is willing to go beyond 
reason to help people (cute girls, mostly...) 


I guess it's more that he's self-indulgent. 

He'll still put aside his safety to save someone 
if there's no other option, but he'll be focused 
on his feelings on the matter more than 
anything. He's the type to help others, or to act 
for others, without considering them. It's as 
simple as "girl crying = save her", but the 
before and after of that circumstance doesn't 
matter to him. 


He's also kinda self-loathing because he's 
aware of how people think of him. He's afraid 
of commitment because he views himself as a 
negative factor. He dips in to help, then leaves 
before his existence has time to ruin things. 
So to others, he appears selfish and reckless. 
Someone who simply runs away from 
responsibility. 
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Yaha is Linon's cold bodyguard who exists to 
carry the party and beat up Bagel when he's 
being himself. She seems to be connected to 
the villains of the game, but they're more 
q familiar with her than she is with them. 


Finally, the nun with a gun Maria is Bagel's 
childhood friend and a fellow war orphan. 
She might dispute being called his "friend", 
but they grew up together at least. As a holy 
woman, she brings a different perspective 
that the demons and the scoundrel lack. > 


I should say, I'm only mentioning the main party 
members here, but there's both a side cast of 
respectably plot-relevant non-playable 
characters and a number of minor characters. 
This includes the shop NPCs mentioned before, 
who serve a functional purpose, as well as 

those who serve a narrative purpose. 


This is where, weirdly, you'll find the game's 
most popular characters. 

There's some sequel baiting as a certain trio 
team up to go adventure, but no sequel came. 


Underlining all this is a biblical theme. Yeah, 
the usual generic JRPG theme. Get ready to 
hear about Adam and Eve for the nth time! 
God is in his heaven and all that. 

The setting has its own version of The Bible, 
familiar enough to what we know, but different 
in all kinds of ways. 

Those differences intertwine with the mysteries 
involving our two non-human party members, 
Bagel's strange position as the savior, and of 
course, the villain's grand plot. All we know for 
sure, at the start of the game, is that it involves 
the end of the world. 

Bagel doesn't want Maria to die, so he wants to 
stop the world from ending. He doesn't ask 
many questions, but anyone with half an 
awareness of the Bible and some JRPGs under 
their belt will quickly become more suspicious 
of the situation than he is. 


Who are these strange inhuman companions 
he's found for himself? 

Who is the enemy and what is the threat? 
What's Bagel's role in all this? 

It won't take long for the questions to mount 
and for doubts to form in the straightforward 
adventure plot the game claims to be. 


Visually, it looks simple. Flat textures warped 
over relatively simple geometry make up a lot 
of the maps, with more intricate detailing 


acting as clutter to make the environments feel hg ene: 


more lived in. 


The rusty look of much of the technology- 
infused areas is quite reminiscent of Pokemon 
Colosseum to me, while the character models | 
and especially the animations remind me of 
AiSp@ce, so it's a wide array of '00s aesthetics. | 


The lighting in particular can be really nice. 
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| Despite the simplicity, there's a lot of careful 


attention given to various aspects of the world. 
The last time I spoke about this game, I briefly 
mentioned this care, so to give a different 
example from last time, there's a big snowy area 
you can run through. 


If you rotate the camera, the falling snowdrops 
are rotated around as if they're part of the 3D 
space rather than a 2D overlay. There'll also be 
disruptions to the snowfall, so it's not one 
obviously repeating pattern. 

If you stop running, Bagel will kick up some 
snow as he comes to a halt. 


The only real drawback, to me at least, is the 
music. There simply isn't enough of it! 

Track reuse becomes pretty annoying at times, 
and you can tell the poor scene programmers 
were running out of songs to use pretty early on 
into the game, resulting in sometimes unfitting 
songs solely for the sake of diversifying the 
music that plays. 


That, and the visuals aren't the most advanced, 
are they? I actually really like the overall style, 
the lighting in environments is especially great, 
but the overworld character models are shoddy 
and there are some egregious tiled textures in a 
couple places. 


That overworld character model issue would 
usually be completely fine with me, but there 
are moments where they try to have ambitious 
camera work during scenes and the lower- 
quality models really stick out like a sore thumb 
there. 


Cutscenes involving the side characters can be a 
bit rough-looking too. 


Overview aside, let's dig a little deeper into the game's code! 
Not only will we be getting this game working on Windows 10, 
but we'll be aiming to improve the game's graphics beyond 

the options provided - On the next page, that is! 
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Let's look at the graphics config. I didn't pay 
much attention to these settings back in the day 
(it was a pre-TotalBiscuit era for me) but boy 
are they impressive. 

You can tell they had an audience of budget 
VN-players in mind when they decided to let 
players render the game at 256p. 

And you can go all the way up to 2k! 

The window size will still be 1024x768 at most, 
but there's an .ini file where the game stores its 
saves, so you can manually type-in your 
preferred window size. 


You can also increase the internal resolution past 2k, and if your monitor goes above 2k, you might 

want to mess with that. I gave 4k a try on my not-4k monitor, and it resulted in a sharper image at 

quite a performance hit. 

The 2D assets aren't going to magically become HD no matter what you do, but these higher 

resolutions open you up to shader options that might not be possible otherwise. 

The inclusion of an HDR option (not the modern definition of HDR - it's also the name of an old 

light rendering technique) gave me the inkling that this game would work out of the box with Reshade, and wouldn't you know it, it does! 
Despite HDR being utilized to make light sources and visual effects pop, the blending of a CRT shader really helps them fit in with the 
environments. It also disguises some clipping issues with character hair and clothing, and helps cover up the pixelated low-res 2D objects 
like grass or... the text you'll spend 70% of the game reading. Naturally, any old upscaling shader would work too, but this is to my tastes. 
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This is an older PC-based game, and it's part of 


Leaf's discontinued product line, so even if you 
| wanted to play it, getting it to run on modern 
| systems isn't a guaranteed success. Running 
| Windows 10 on an AMD system with 2024 
| drivers, it definitely wasn't painless. 
| The rough part was, it wasn't immediately 
noticeable that there were any issues. 


| Around 20 hours into the game, in a cutscene 
| involving Bagel and a short money-loving 


character who I won't name, my game would 


| consistently shut down. 


| Of course, I tried all the basic stuff first. 
| Compatibility modes, graphics settings, ini 


tweaks, the works. None of those solutions 


| worked, so I dug out a debugger and tried to 


pinpoint what exactly was going wrong. 


| That didn't help much, except I could see that 


two things were trying to happen at the same 


| time and the second thing was failing. 


| I did a google, but as it turns out, there is 
| basically no tech support (or queries) relating 
| to this game, even for its release period. 


I'm pretty sure that if you google for it, all 


| you'll find is stuff I've posted... 


That, and figures of Buddy for some reason. 


There was, however, an update for the game 
released in 2009. I went and grabbed it from 
the official site, and just to be safe, I checked 


| whether it had been uploaded to the internet 
| archive yet. It hadn't, so... now it is! 
| If Aquaplus end up ditching the game for 


| good, here's the link you'll want to put into 
| the wayback machine: 


(hhttps://leaPaquaplus‘jp/support/files/megiddo10 exe) 


Anyway, that didn't work. It's still worth getting 
the update, it fixes some bugs and adds a handy 
"trigger encounter" key for mindless grinding, 
but it doesn't fix the exact issue I'm dealing with. 


I made sure I had all the old DirectX stuff 
installed and I contemplated loading a very old 
save file to adjust my party formation (which I 
was locked out of doing for a solid hour of 
gameplay leading up to the crash) just in case 
Bagel's positioning was the problem. 

But before taking such drastic measures, I 
looked up a playthrough of the game. A kind 
Love Live fan on Bilibili did a full playthrough, 
so I went to the part of the game I| was at and 
saw what the game was trying to do... 

It was simple: fade to white, then display an 
animation of a butterfly. 


Now the task, in my lazy brain, becomes thus: 
tell the game not to show this animation. 

Into the files we go! 

Now for any translation teams out there, you're 
in luck; these files are easy to tamper with. You 
can open the .PAK archives with Garbro, 
extract the scripts and edit them with a text 
editor, but how do we get them into the game? 
I peeped at the update patch to see exactly 
what it was doing, and then noticed something 
incredibly simple: the engine prioritizes normal 
folders over .PAK archives. So if you make a 
‘script’ folder and put a file inside, it'll read that 
version of the file instead of the one inside 
script.PAK! 


I tried a few things for my lazy fix. I tried to 
ommit the animation, but that didn't work. I 
tried to replace it with a simple graphic, but 
nope, it really wanted an animation to play. 

I tried renaming the .ANI file being played, just 
in case the Japanese name was causing issues, 
but it wasn't that. 

So I searched for the earliest animation trigger 
in the script, hoping I'd already encountered one 
that didn't crash my game, and thankfully, I had! 
Replacing the command for the problematic 
animation with the one I knew would work did 
the job perfectly. 

It doesn't look good; you get this weird visual 
mess for a couple seconds as it tries to play an 
unintended animation, but the game works fine! 


} download away. 
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I then did this for the entire game, fixing every 


crash along the way. Some solutions are more 
elegant, I tried to go for suitable animations 
when it mattered most, and for one, the 
changes I made are indistinguishable from the 
game's intended behaviour. 


So if you're mid-playthrough and your game 
suddenly shuts down after Bagel attempts to 
turn a little girl into a hostage, you can 
download my fix via the C-pia! website. 

I'll probably upload it to archive.org under 
the same account C-pia! is uploaded under, 
just in case the C-pia! site ever goes down. 


C-pia. 
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Now, I'm quick to give up on games if they 
require any effort on my part. I'm not much 
of a fan of video games as a concept, and I'll 
take any excuse to not play one. 

I'm the kinda guy who doesn't redeem any of 
those free EGS games because the mere act 
of redeeming them is too much effort for me 
to expend. 

If you want me to play GTAV or Control, 
making it free ain't good enough! You'll have 
to pay me for that! 

Fallout: New Vegas? Never gonna play this. 
Total War? More like Total Bore. 

The chances of me booting up XCOM 2 are 
as low as the odds of a trooper landing a 
non-guaranteed shot: it's not happening. 


So as you may be able to tell from the fact 
that I went through all of this effort to 
continue playing Megiddo... I kinda like it. 
I don't love it, but it's a fun 40-hour RPG 
that keeps things simple and does what 
works. 

Reliable entertainment, like a seasonal 
7/10 anime, is something I am always happy 
to have. 

And you can be happy to have it too! 

The patch to fix up Megiddo is just a 
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LET’S MAKE 
A WEBSITE! 


I haven't written in HTML in over a decade, but isn’t that perfect? 
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This is our website, and it doesn’t just look old- 
school on the surface. It’s retro from top to 
bottom! 


Oftentimes, when creating pages for this 
magazine, I dig up old websites to look for long 
lost assets. 

Plus, sometimes I'll want to check for popularity 
polls and user comment sections to get an idea 
of the sentiment surrounding a game at launch, 
and the old websites are great for that. 
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« The old website for Dear My Friend via modern Firefox. 


There are some obvious issues with this old- 
school style when using modern browsers, but I 
felt the fundamental layout of this “Topics” box 
was quite strong, so I copied that, as well as a 
little legalese section at the bottom. 
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C-pia! is a free magazine that emulates the style and appeal of early-'00s bishoujo game 


magazines. 
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The graphics of the border surrounding our content 


box was ripped wholesale from Crescendo’s old 
website. 


Taking those graphics, I applied them to the 
mimicked Topics box, slapped that box in the 
center of the screen, and added a tileable image 
into the background based on our mascot. 


(Contact) 


Reader Submissions 4 


Ifyou're looking to send in any mail, you can email us at TaksfumiSakagami@gmail.com. 


-afumi) on social media via Fediverse-integrated platforms 
io, or via Twitter @Taka Sakagami 


Writer Submissions 


Passionate writers who have insights to share on '70s ta 00s otaku media are more than welcome at C-pia! 
Magazine. 


Ifyou want tov 
including any 


le for an upcoming issue, please reach out via email at TakafumiSakagami@gmail.com, 
grat in your initial mail. Some segments are in higher demand than 
others, so please inquire before writing your article. 


k Business Inquiries * 


Advertising in C-pial is free, but acceptance isn’t guarante: i advertisers who are relevant to the topics 
(C-pial covers, so if you're a retro artist ar musician, a a Youtuber covering old games, or anything. 
of the sort, you're exactly what we're hoping to advertise. 


We ask that you first inquire via email at TakafumiSakagami@gmail.com before sending over any material 


All the colors for the website are based on her, so 


it’s pretty pleasant, I think. 
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Find where we get all our news! 


(News Sources} 


Volume 2 Volume 3 Volume 4 


Oh, and since I could get away with adding 
marquee headers that scroll text across the 
screen, I took my chance to do so. 

You can’t do that anymore; marquee text isn’t 
cool and sleek enough for modern web design! 


Anyway, I call this whole chunk of code the 
content box. 
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The content box works fine as a homepage, 
but I like modularity, so this isn’t, in fact, the 
homepage. 


Instead, our homepage is basically a blank file 
with some sectioned-off areas of the screen. 


It’s very plain, but with this, we can embed other : 


webpages into our main page! 
Now the content box we made before gets 


embedded in, as does a banner image that acts 


as a nav bar. The C-pia! logo acts as buttons! 


This makes up the homepage, so far, at least. 
So what's priority number one from here? 
Sharing copies of our magazine, of course! 


(Read It Here) 


In Browser Download 


% Downloads are provided as 
For Windows and Android, we recommend 
and ‘cover’ optio 


h CBR/CBZ reading software 
pp, with the ‘double page 


Left of this text you're reading right now is a 
gallery, or, well... some simple graphics to 
represent each volume of C-pia! Magazine, 
each of which directs the user to the list of 
sources for that volume’s news. 


Pressing this will appear to navigate you to a 
new page, but actually, we're swapping out 
the embedded content box for a different 
embedded webpage! 


ypMacazine 
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This embed contains the news sources and 
any resources mentioned in articles for every 
single volume, back to back, but the user will 
be automatically directed to the volume 
they're looking for. 


They can easily scroll up or down to check 
other volumes, or return to the previous 
page by clicking one of Sepia-tan’s many 
faces. 

It wouldn't be an old website without oodles 


of redirect banners! 
) & 
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Conveniently, my favourite social media site 
Misskey.io added support for these retro 
redirectors recently, so I got to put these 
into practical use surprisingly quickly. 


n be found in the provided readme.txt. 
cial update patch. 
in Volume 6 af C-pial 


You can get the direct url to the site’s pages, so 
nothing is blocked off from the user. It also 
means you can disable the banner, if you dislike it. 


It's a very simple solution, but the code scales well, 
it’s very organized, and most importantly for my 
brain which forgets all programming knowledge 
immediately after I’m done, it’s easy to read. 
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There’s this promo for the GBA homebrew samples 
we covered, made as all the other sections were. 
Another is reserved for web-exclusive articles... 


This Is Maeda Jun 


The articles themselves begin in Google Docs, get 
exported as html files, and then are modded 
comprehensively to fit into the website. 

This allows for some fun formatting without much 
work being required. 


| of course have to mention that the final song (and namesake of the album) 
Love Song is later used in Tomoyo After. 

The meaning of the song itself will continue to be relevant, so keep these 
lyrics in mind 


For the two of us, being alive 
is a difficult thing to do. 


But look, we're still 
giving our all to continue. 


For the two of us, being together 


means our long, long dream 
will continue to come true. 


"People don't notice what's precious to them until they lose it." 
- Hibiki no Mahou 


"T never asked to be born into this world, get it?” 
Pehe2! 


A weak voice escaped my lips, so quiet, it could be lost to the wind before ever 


reaching her. 


And that, for now, is the website! 


There are some changes to overall usability I'd 
like to one day make, such as improving clarity 
on what users can actually interact with, but 
as it is, the site is functional and looks suitably 
old school. 
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“SHE WAS HARSH AND DISTANT NO MATTER HOW 
CLOSE WE GOT, BUT ONCE IN A WHILE SHE'D SAY 
SOMETHING SWEET.” 


Article Writer: 
Takafumi Sakagami 


We're back into Parfait, the novel all about 
cafe life and workplace romance. 


The family-owned cafe Famille is gearing up : 


for a Christmas competition with rival cafe 
Curio, and last time, I said I was interested 
in one heroine in particular: Rikako. 

She’s the one character who isn’t part of 
the cafe workplace or the business rivalry, 
and is instead a by-the-books university 
student who used to date the protagonist 
Hitoshi before she broke up with him. 


It’s business as usual in the cafe when, 


shock horror, an English-speaking customer : 
sits down at a table and orders... something! : 
None of the staff can tell what she’s saying, : 
but as luck would have it, Rikako happens to : 


be visiting. The studious university student 
steps in to save the day, and before long, 
the staff are renouncing their useless uni- 
ditching manager! 


“THAT'S ALL IT TOOK TO KEEP ME GOING.” 
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Well, it’s not that extreme, but everyone at 
Famille is well aware that they don’t really 


have anyone smart or responsible or capable. : 


When they give their heartfelt offer to hire 
Rikako once she’s done with her studies, 
Rikako forces a smile. 

With tears in her eyes, she apologizes. 


That's the hook intended to get you 
interested in the route, and when combined 
with the mystery of why Rikako and Hitoshi 
broke up, it’s pretty effective. 

There's a story, we just don’t know it yet. 


Now, I don’t know if it’s because I've read 
like... five other games in the time since I 
reviewed Parfait’s Katori Rea route, or 
maybe this route just has a tighter script, 
or maybe skipping all previously read text is 
getting rid of all the chaff, but it feels so 
good to read this route. 


I commented on it a bit before, how the 
conversations could be entertaining and the 
writing had moments of greatness, but I really 
didn’t praise it enough. 


Going from L no Kisetsu or Megiddo or... 
recently I read Maeda Jun’s Nekogarizoku no 
Osa, and I've been watching people play the 
Honkai games in Japanese (and let me tell 
you: those are all pretty low-brow pieces of 
media) to Parfait is like going from whatever 
big brand chocolate bar is popular in your 
country to one of those overpriced artisanal 
boxes where you get six assorted chocolates 
and one of them is heavenly. 

It’s like going from a cheap knock-off Cola 
drink to one of those refrigerated glass bottles 
of Coke. 

It’s like going from soggy fast food takeout to 
a homemade bolognese. 

You get the point, right? 

It’s rich, it’s refreshing and it makes me happy. 
The lustre will wear off after the fifth helping 
of chocolate coke bolognese, but the 
contrast is staggering. Like a game running at 
120fps, it looks even better if you've been 
playing games at 30fps all week. 


I don't know how much of that is praise for 
the writing of Parfait and how much of it is an 
insult towards other games, but it’s all relative 
isn’t it? If it’s better than everything else, it 
must be pretty alright. 
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Once again, the big issue I have with the 
script is all that’s missing from it. It’s just 


too short and too much happens off-screen : 


to be explained by the protag’s narration. 
If the gaps were filled in a bit more, this 

would be an all-time great visual novel to 
me, absolutely. I can understand why this 


game has remained one of the most popular : 
titles in Japan since its release, but even as : 
a fan of old small scope games, this one falls: 


short just a little bit due to its short length. 


iE = 
In personality, Rikako’s a bit of a loner. She 
uses (or used) her relationship with Hitoshi 
as a way to keep guys away. Try to talk to 
her, she’ll put you down straight-forwardly. 
She’s a pretty plain lady. She doesn’t have 
big goals, she’s not overly prideful or meek; 
she’s just average. The one thing she has 


going for her is that she knows how to work : 
hard, and since she doesn’t have much else : 


going on in life, she can work hard on a 
single task without getting distracted. 

She can be a bit stroppy, prone to jealousy 
when Hitoshi’s chatting with another girl, 


and isn't always honest about her emotions, : 


but you can usually tell what she’s thinking, 
as can the protagonist... or so he thinks. 


Their casual banter, the result of their past 
relationship, adds a lot to the character. 
You can feel the history between them. 


They rib each other, they have in-jokes, they : 


reminisce, and their conversations come 
across as more spontaneous and less 
thoughtful than Hitoshi’s interactions with 
other characters. They know each other, so 
keeping a chat going is second nature. 


But what really got me interested in her, 
other than her great banter with Hitoshi, is 
how wistful she comes across. 

In between her mundanities rests this sense 
of lost potential, of a failed relationship, and 
of an aimless girl. There’s a bittersweet aura 
to Rikako. 
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These two emotions combine to create a 
surprisingly cute character. She distances 


herself from everyone else. So when Hitoshi 
shows up to ask for a favour and Rikako 


responds with a begrudging “you're hopeless, ‘ 
Hitoshi...” it leads to an overwhelming feeling. : 


She’s such a plain character, but due to the 


way she’s built up, a simple sigh tied to a lazy : 


sentence fills me with a sense of... 

“wow, she really likes him.” 

Therein lies the cute factor. You can tell 
she’s trying to be her normal self, as distant 


to him as anyone, but Hitoshi is her weakness.: 
She just can’t keep her guard up against him. : 


And when I say “due to the way she’s built 
up“, | really mean it. 
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Her dialogue is thoughtful, specific and 
recognizable. I can identify her behaviour and 
speech patterns without them feeling tropey. 
Who is Rikako, then? She’s the girl who gives 
answers in as few syllables as possible. 

The girl who sometimes pauses at the end of a 
sentence to add a delayed ‘ne’ or ’sa’. 

The girl whose sentences grow and speed up 
when she has a complaint to share. 


Weirdly, in this route about the lady who’s not 
with the cafe, everything comes together. 
There are a lot of great moments between 
the cafe staff, and even my two favourites get 
some funny appearances as deep into Rikako’s 
route as the True End, which requires beating 
both the Bad and Good Ends to unlock! 
Terrible structure, by the way. The manner of 
unlocking endings is bad alone, but in Rea’s 
route, the True End sucked compared to the 
others, and in Rikako’s, the Good End spoils 
the True End. It’s really dumb. 


I didn’t talk about it last time because I was 
focusing on Katori Rea’s route, but I read Yui’s 
routes while unlocking Rea’s True End, and at 
the time, Yui’s story felt like the main route. It 
had a pretty epic conclusion and a big group 
moment. Though not as interesting to me, 

it matched the marketing spirit of Parfait. 


In Rikako’s route we have all of that. Ensemble 
moments, the same tricks from Rea’s route 
but with better execution, and a plot that ties 
directly into the game’s spirit; not marketing 
like with Yui, but the actual narrative. 

In avoiding the few (but major) mistakes made 
by Rea’s route, the Rikako route settles as a 
real homerun accomplishment. 

I'm uncertain whether Parfait as a whole is 
deserving of a “must read” label, but if any of 
it is, it’s this route right here. 

Imperfect but brilliant. 


M Signing Off 2024 


My life has very well been of a writer’s. 

In times of short, I've meddled with mad ideas of music-making or practically employed programming, 
as displayed in this very volume! Yet my start as a programmer began as a poet, finding patterns in 
sheer walls of hex; my music serves as accompaniment to word like backgrounds to a portrait. 


All of it in service of a story. 


On the surface, C-pia! Magazine is all about galge and RPGs, but as mentioned at the start of this 
year, C-pia! is wish fulfilment. At its core, this magazine is the story of me, the games I play, 
the shows I watch, the people I speak to, and the pages I create. 

Without others, there would be no Denpa Yuuyu promo, no plug for Bunny Maido, no chat with 
Furumi, no Key, no Leaf, no text. 


It's a magazine of one otaku's experience, but that experience was written by the many. 


Tread my first full-length ‘visual novel’ (as we now vaguely know it to be named) over 15 years ago, 
and at the time, I was surrounded exclusively by older people who had already followed the 
industry for 5 years. Now, the people around me are young. I do often wonder what their 
conception of ‘otaku’ is. 

To me, nothing could be as vivid as those Nico Nico Douga days, delving through Akihabara in my 
AiSp@ce form, surrounded by fans of Clannad, Shuffle and Da Capo. 

Slightly after, it was the image painted by Steins;Gate. Slightly before, look to Lucky Star. 

They were like a busy street... full of people eager to talk about the things they liked. 

It didn’t matter what they had to say; listening to them talk made me happy. 


Living life on the internet, a million voices called to me. They all had something they loved. 


And yet, it didn’t last long, did it? 


Profit came to the internet, didn’t it? 

People came to the internet, didn’t they? 

A million voices and a million more. To some of them, the thing you like is somehow an attack on them. 
Thate what you like; now what is it you hate? All of a sudden, that’s what mattered, and for a long 

time I think I lost sight of what being an otaku was. It twisted into someone snarky and insensitive. 


But everything you hate is loved by someone, and that someone deserves to be loved. 


If my earliest reviews yet existed online, one would see how harsh I could be. I still am, sometimes. 
But even now, even when faced with a game I truly hate, I want to feel the joy I used to often see. 
Someone's life was changed by a magical girl manga. 

Another shed tears to a mecha anime. 

And one person quietly wrote a story that no one else has yet read. 


When was it that I became so proud of these people? 


There’s no true love in my heart for any of the games I’ve reviewed for this magazine, as of yet. 
Even so, I’m enjoying this moment immensely. 
It's not the world of a visual novel that makes my eyes shine, but the world we live in, of people who make. 


One day, you will make something too, something new, and I will be so proud of you. 


We all find happiness for our own sake... even if we have to make it from scratch. 
As another year passes, I appreciate that fact. 

So for now, I will give, and hope so dearly that you take. 

But one day, in the years to come, I hope you'll let me be... 

The someone whose life was changed. 

The other who shed tears. 


And one who became a fan of something no one else has yet to read. 


- With regards from Takafumi and our fluffy mascot Sepia. 


Have a happy new year and a wonderful life. 


THANKS FOR READING! 


2 - Promo Page 


Furukawa Nagisa from CLANNAD. 


3 - Contents 

Tsuki no Terasu's Mai, from the 10th Anniversary celebration artwork. 
Katahane's Christina and Efa, from Tarte's official website. 

Natas from Kimi ga Yobu, Megiddo no Oka de. 

Suzushina Rumine from L no Kisetsu. 


Uryuu Shingo and Sena Airi from Mashiro-iro Symphony. 


5 to 8 - News 


All sources available at c-pia.github.io 


9 - Reviving Dead Games 
Tsuki no Terasu's Mai, from the 10th Anniversary celebration artwork. 


Sketches from Sakura Mint's official website. 


10 - Katahane 


Angelina Rocca from Katahane. 


Dua Carlstedt from an official Katahane phone card. 


11 to 17 - Lno Kisetsu 


Screenshots, logo and assets from L no Kisetsu. 


18 - Promo Page 
Screenshots from Denpa Yuuyu's official Youtube channel. 
Including the games: 
Lno Kisetsu AIR Comic Party SNOW 
White Album 2 ToHeart Heaven Burns Red Routes 


19 & 20 - Mashiro-iro Symphony 


Screenshots, logo and assets from Mashiro-iro Symphony FHD. 


Cosplay photo and illustration from Comptiq, 2011. 


21 to 28 - Kimi ga Yobu, Megiddo no Oka de 


Screenshots and assets from Kimi ga Yobu, Megiddo no Oka de. 


31 & 32 - Parfait ~Chocolat Second Brew~ 


Screenshots and assets from Parfait ~Chocolat Second Brew~. 


Background emblem by Aoki Shota @hujimiya_wi. 


Kyacchi22 


This issue of C-pia! Magazine was the sole creation 
of Takafumi Sakagami @ Kyacchi22, with added input 
from Furumi and Denpa Yuuyu. 


This magazine is made for free and given out for free. 
If you'd like to support the creation of future issues, 
please share the magazine around with those who 
might be interested. 


We don't take cash donations, but if you'd like to 
donate words, we're always looking for contributions. 


Without the work of other people, we'd have nothing 
to talk about in these pages, so | hope you don't mind 
if we dedicate a page to shouting out our sources. 


Ld 


